

PLEASE CAREFULLY READ THE SEPARATE HEALTH AND 
SAFETY PRECAUTIONS BOOKLET INCLUDED WITH THIS 
PRODUCT BEFORE USING YOUR NINTENDO HARDWARE 
SYSTEM, GAME DISC OR ACCESSORY. THIS BOOKLET 
CONTAINS IMPORTANT HEALTH AND SAFETY INFORMATION. 


IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES 


AWARN1NG - Seizures 

• Some people (about 1 in 4000) may have seizures or blackouts triggered by 
light flashes or patterns, such as while watching TV or playing video games, 
even if they have never had a seizure before. 

• Anyone who has had a seizure, loss of awareness, or other symptom linked 
to an epileptic condition should consult a doctor before playing a video game. 

• Parents should watch when their children play video games. Stop playing 
and consult a doctor if you or your child have any of the following symptoms: 

Convulsions Eye or muscle twitching Loss of awareness 

Altered vision Involuntary movements Disorientation 

To reduce the likelihood of a seizure when playing video games: 

1. Sit or stand as far from the screen as possible. 

2. Play video games on the smallest available television screen. 

3. Do not play if you are tired or need sleep. 

4. Play in a well-lit room. 

5. Take a 10 to 15 minute break every hour. 


A WARNING - Repetitive Motion Injuries and Eyestrain 

Playing video games can make your muscles, joints, skin or eyes hurt after a 
few hours. Follow these instructions to avoid problems such as tendinitis, carpal 
tunnel syndrome, skin irritation or eyestrain: 

• Avoid excessive play. It is recommended that parents monitor their children for 
appropriate play. 

• Take a 10 to 15 minute break every hour, even if you don't think you need it. 

• If your hands, wrists, arms or eyes become tired or sore while playing, stop and 
rest them for several hours before playing again. 

• If you continue to have sore hands, wrists, arms or eyes during or after play, stop 
playing and see a doctor. 






AWARNING - Electric Shock 

To avoid electric shock when you use this system: 

• Do not use the Nintendo GameCube during a lightning storm. There may be a 
risk of electric shock from lightning. 

• Use only the AC adapter that comes with your system. 

• Do not use the AC adapter if it has damaged, split or broken cords or wires. 

• Make sure that the AC adapter cord is fully inserted into the wall outlet or 
extension cord. 

• Always carefully disconnect all plugs by pulling on the plug and not on the cord. 
Make sure the Nintendo GameCube power switch is turned OFF before removing 
the AC adapter cord from an outlet. 


ACAUTION - Motion Sickness 

Playing video games can cause motion sickness. If you or your child feel dizzy or 
nauseous when playing video games with this system, stop playing and rest. Do 
not drive or engage in other demanding activity until you feel better. 


ACAUTION - Laser Device 

The Nintendo GameCube is a Class I laser product. Do not attempt to 
disassemble the Nintendo GameCube. Refer servicing to qualified personnel only. 

Caution - Use of controls or adjustments or procedures other than those specified 
herein may result in hazardous radiation exposure. 


CONTROLLER NEUTRAL POSITION RESET 

If the L or R Buttons are pressed or the Control Stick or C Stick are moved out of 
neutral position when the power is turned ON, those positions will be set as the 
neutral position, causing incorrect game control during game play. 


To reset the controller, release all buttons 
and sticks to allow them to return to the 
correct neutral position, then hold down the 
X, and Y Buttons and START/PAUSE 
Buttons simultaneously for 3 seconds. 


L Button R Button 



Stick 


C Stick 






The official seal is your assurance 


that this product is licensed or 


manufactured by Nintendo. Always 

T( (Nintendo) 

look for this seal when buying video 


game systems, accessories, games 


and related products. 


Nintendo does not license the sale or use of products without the Official Nintendo Seal. 


THIS GAME SUPPORTS 
GAME PLAY WITH ONE 

W PLAYER and controller. 


1 Player 


& 

Memory 

Card 


THIS GAME REQUIRES A 
MEMORY CARO FOR SAVING 
GAME PROGRESS, SETTINGS 
OR STATISTICS. 



THIS GAME IS COMPATIBLE 
WITH THE DK BONGOS 
CONTROLLER ACCESSORY. 


DK Bongos 


NEED HELP PLAYING A GAME? 

You can visit our website at www.nintendo.com for game play information. 

For automated game play tips and news, call Nintendo's Power Une at 1-425-885-7529 
This may be a long distance call, so please ask permission from whomever pays the phone bill. 

Rather talk with a game counselor? 

1 - 800 - 521-0900 

Available in U.S. and Canada - $1.50 per minute (U S funds) 

Please have Visa or MasterCard ready 

MON. - SUN., 6:00 a.m. to 7:00 p.m.. Pacific Time 

Callers under 18 need to obtain parental permission to call. Prices subject to change 
TTY Game Play Assistance: 425-883-9714 



EVERYONE 10+ 


<L> 2004-2005 Nintendo. TM. ‘ ■ and the Nintendo GameCube 
logo are trademarks of Nintendo. C 1 2005 Nintendo. 
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using the dk Bongos 
controller Accessory 








UJolk left 


Walk right 

or 

hit repeatedly to 


or 

hit repeatedly to 

run. 


run. 

am 


€sm 



START/PAUSE 


Pause the game. €333 





















To fully enjoy Donkey Kong Jungle Beat, it is strongly 
recommended that you play using the DK Bongos 
Controller Accessory. All control explanations in this 
manual refer to controls when using the DK Bongos. 

IMPORTANT: To prevent possible discomfort or 
injury, and for information on connection and proper 
operation of the DK Bongos Controller, please read the 
DK Bongos Controller Accessory instruction booklet. 



Clap Sensor 


When you clop STUFF HAPPENS! 

DK will pound his chest, clap his hands, or 
reach for items. 




NOTE: If your hands get tired from clapping, you can 
always tap the gray bands on the side of the DK Bongos 
^to activate the Clap Sensor. 


using a Nintendo 
Gamecube controller 


Walk left or right. 
Make selections. 


Jump. 

Confirm selections. 


J 


STflRT/PflUSC 

Pause the game. 
Confirm selections. 


^ + ©Tap 


to run. 


Pound chest and 
clap hands. 

Reach with hands. 


NOTE: This game does not support the rumble 
feature of the controller. 










































Getting started 


/insert your Donkey Kong Jungle Beat 

Game Disc into your Nintendo 
GameCube and insert a Memory Card 
into Slot A (this game will not use 
Memory Card Slot B). Close the Disc 
Cover and turn the power on. The title 
^screen will appear. 


A Memory Card with space for 1 file and 3 blocks is 
required to save this game. 

To continue playing from your saved data, be sure that the 
Memory Card with your Donkey Kong Jungle Beat game 
file is inserted in Slot A when starting. 

To learn how to erase game files from Memory Cards and 
reformat Memory Cards, refer to your Nintendo 
GameCube Instruction Booklet. 


Do not touch the Memory Card or the POWER 
Button when saving data. 

* 

1 

X 


Follow the on-screen instructions to create a Donkey Kong 
Jungle Beat game file on the Memory Card in Slot A. 

_ 


A 

The game saves automatically after you clear a kingdom 
(see 2J2D)- 






















Choose Options from the kingdom 
selection screen to adjust the ound 
and Clap Sensor settings. (Settings 
will be saved after you return to 
the title screen.) 


•Sound 


Set sound to stereo or mono. 


•Clap Sensor 


As you play, the number of 
kingdoms you can explore will 
increase. Choose the kingdom you 
want to visit and begin playing. 


Hit the left or right drum 
to make your selection 
and press START/PAUSE 
to confirm. 


then press START/PAUSE. 


Set the volume at which the Clap 
Sensor picks up sound. There are 
two ways of setting the sensor: 

Auto, in which Clap Sensor 
sensitivity is adjusted 
automatically while you play, or 
Manual, in which you adjust sensitivity manually. When 
choosing the Manual setting, look at Donkey Kong in the 
bottom-right corner of the screen. If he is moving even 
though you aren't clapping, the sensor is reacting to 
background noise. Adjust the setting until Donkey Kong 
stops moving when you aren't clapping. 

V______ * 





















Game Flow 




Each kingdom is made up of two stages and a fight with 
the regional king. 

^he Opening Ceremony 


The first time you play the game, you'll enter the first 
course after the opening ceremony. 


^yetting Through Stages 


Work DK through the two stages, gathering as many 
beats along the way as you can. (See *+rh to 
find out more about beats.) 


fighting Kings 



A powerful king awaits DK at the end of the 
two stages. 


Clearing the Kingdom 


Once DK has toppled the king, he's cleared the kingdom. The number of 
beats he has after defeating the king determines how many crests he'll 
be awarded. The adventure will then be saved up to that point. If you 

replay a kingdom you've already cleared, your game will only be saved 
if you record a new high score. 


elect a Kingdom 


The kingdoms you can visit will increase as you earn - fT 
more crests, but you cannot play new kingdoms until t 

you have earned the number of crests required for rr# ■. ’ 

that particular region. 



The Crests 

Crests increase in value from bronze to silver 
and so on. Earning crests of higher value will 
allow you to visit more kingdoms. 



















Kingdom Life 

If DK daps nearby, 
he'll get tossed in the 
' direction of the arrow. 

Swing left and right 
to jump very far. 


playing the came 


Blooms 


As you're playing, DK will 
appear enlarged on some game 
screens. (He may not appear 
enlarged on others.) If you 
watch him closely, you may 
discover stuff you didn't know 
about DK! 


You'll notice that DK's actions 
sometimes cause blooms to appear as 
he ventures through the kingdoms. If 
DK collects 100 of these blooms, he’ll 
earn 100 additional beats. If he 
doesn't reach 100 blooms, he won't 
receive any beats. 


Donkey Kong's energy increases as he collects more bananas, which 
are counted as beats. DK lose beats when he is attacked by on enemy; 
if he's attacked after his beats drop to zero, the game is over. 


o 


Bananas 


can earn one beat for each 
banana he collects, but the number of 
beats he earns will increase 
depending on how he grabs the 
1 inana. See for details. 


























Hit the left or right drums to make DK walk left 
or right. Rapidly hit the same drum and DK will 
run in that direction. 


When you clap your hands, DK will make a noise that affects things 
around him, sometimes allowing him to reach nearby bananas. 


DK can reach out to grab 
bananas that would normally 
be just out of reach. 


Use this attack to briefly stun 
enemies and prevent them 
from moving. 


DK's Reach and Sound Wave Range 


When the Clap Sensor reacts, 
you'll see green and red rings. 


The spreading green 
the range of the soui 



The red ring ir 
range of DK's 





















Hit both drums to make DK jump up from his current spot. 


To make DK jump 
diagonally, run left or 
right then hit both drums 
while running. 




Hit the left or right drum to make DK swim in the direction 
you're tapping. 


Slow Hits 




If you take breaks between each 
hit, DK will swim in a horizontal 
line underwater. 


' -w- ■ - "-M 

Rapid Hits 

* 

If you hit one drum rapidly, DK will 

swim in a downward direction. The 


faster you hit, the sharper his 


downward angle will be. 

Simultaneous 

M Alternate Hits Hits 


Rapidly alternate hitting the Repeatedly hit both drums at 


two drums and DK will swim 
straight down. 


the same time to make DK 
swim up toward the surface. 


J3 
































'\ 


Have DK face a wall and jump toward it. As DK lands on the wall, 
hit the drum in the direction away from the wall to make DK jump 

up and off of the wall You can repeat this, jumping back and 
forth up between two walls until DK reaches the top of the walls. 




If you hit the drum in the direction of the wall, DK will grab 
onto and slide down the wall without falling off._ 




When DK is running, hit the drum opposite 
the direction DK is running in, then hit both 
drums simultaneously as DK stops to make 
him do a back flip. 

If you hit and hold both drums while DK 
is in midair, he'll do a ground pound 
straight down. 


# PUss START/PAUSE to pause 

the game and view the pause menu. 

Here you can choose to replay the course from the beginning or 
return to the kingdom-selection screen. (If you quit out of a stage, 
your game will not be saved.) 






















The King's Energy 


As DK's attacks hit a 
king, the king's energy 
will decrease. When it 
reaches zero, DK wins 
the fight. Try using a 
variety of attacks. 


As DK gets attacked by his opponents, his energy decreases. If he 
takes damage after it reaches zero, the game ends. The more 
beats DK collects in the two stages leading to the king, the higher 
^ DK's energy will be. _ 


controls 




Hit the left and right drums to make DK 
throw left and right punches. 


Clap (or tap the sides of the 
drums) with just the right timing' 
and DK may dodge the attack. 

DK will encounter other kings and 

different ways of fighting them in the matches that await. 



















jungle Buddies 


Several jungle buddies will aid DK in different parts of his quest. 


^ Run at breakneck speed! 


5*8 sff speed up 

Hooper M s|ow D ° wn 

SS-8S OOIDP 



Float gently through the sky! 


Float 

LePt/Right 


Slow the descent rate by tapping. FlUTl 


Hold 


Let GO 


Flap your way up into the sky! 


Heubird 
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Get Bananas 


The one thing you should olways be most concerned about on your 
quest is the number of beats DK has. Performing certain techniques 
before collecting bananas con earn DK even more beats. Here are 
some of those techniques: 



If DK just collects these But. if he uses the Clap Grab to 

bananas as he wolks down the 

slope, he'll earn only 7 beats. he can earn more 

beats (see C3 JT> ). 

As DK collects banonos, if he performs different 
midair octions in succession before landing, he 

can earn even more beats. These are called 
combos. Be coreful, though; since the beats 
don't get counted until DK lands, if he gets hit 
by an enemy before landing, he'll lose oil the 
beats he collected. 




As DK performs aerial maneuvers, the number 
of combo fairies swirling around Donkey Kong 
will increase. Remember, though; DK cannot 
get more combo fairies by repeating the same 
actions. A new combo fairy will only appear 
the first time you perform a particular action 
in midair. 


Master using the DK Bongos and all the different actions Donkey 
Kong con perform! 
















DKOBlpfH 

I'm stuck! What am I 




/\ If you look around you, you'll see some white-haired 
monkeys. The things these monkeys do should give you a 
hint as to what you need to do to proceed. You can also 
just try clapping to see what the sound waves do. If you 
get stuck, clap! 



A timer suddenly appeared. 
What's happening? 


A On some stages you may find 
yourself in a race for first place. 
That's when the timer appears. If 
you do well in the race, you'll get 
more beats! 



$ 

A 


What do I do if I catch on 
fire or get encased in ice? 



The longer you're on fire or in ice, the more beats i 
lose, so rapidly hit the left and right drums to li 
amount of damage you take. 
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REV-0 

Important Legal Information 

Copying of any video game for any Nintendo system is illegal and is strictly prohibited by 
domestic and international intellectual property laws. "Back-up" or "archival" copies are not 
authorized and are not necessary to protect your software. Violators will be prosecuted. 

This video game is not designed for use with any unauthorized copying device or any 
unlicensed accessory. Use of any such device will invalidate your Nintendo product warranty. 
Nintendo (and/or any Nintendo licensee or distributor) is not responsible for any damage or 
loss caused by the use of any such device. If use of such device causes your game to stop 
operating, disconnect the device carefully to avoid damage and resume normal game play. 

If your game ceases to operate and you have no device attached to it, please contact Nintendo 
Customer Service (see below). 

The contents of this notice do not interfere with your statutory rights. 

This booklet and other printed materials accompanying this game are protected by domestic 
and international intellectual property laws. 


For further information or assistance, please contact: 

Nintendo Consumer Service 

www.nintendo.com 

or call 1-800-255-3700 

(U.S. and Canada) 





Warranty & Service Information 


REV-0 


You may need only simple instructions to correct a problem with your product. Try our web site at 
www.nintendo.com or call our Consumer Assistance Hotline at 1-800-255-3700, rather than going 
to your retailer. Hours of operation are 6 a.m. to 7 p.m., Pacific Time, Monday • Sunday (times subject to change). 

If the problem cannot be solved with the troubleshooting information available on-line or over the telephone, you will 
be offered express factory service through Nintendo or referred to the nearest NINTENDO AUTHORIZED REPAIR CENTER. 
Please do not send any products to Nintendo without contacting us first. 

HARDWARE WARRANTY 

Nintendo of America Inc. (''Nintendo") warrants to the original purchaser that the hardware product shall be free from 
defects in material and workmanship for twelve (12) months from the date of purchase. If a defect covered by this 
warranty occurs during this warranty period, Nintendo or a NINTENDO AUTHORIZED REPAIR CENTER will repair the 
defective hardware product or component, free of charge. The original purchaser is entitled to this warranty only if 
the date of purchase is registered at point of sale or the consumer can demonstrate, to Nintendo's satisfaction, that the 
product was purchased within the lost 12 months. 

GAME & ACCESSORY WARRANTY 

Nintendo warrants to the original purchaser that the product (games and accessories) shall be free from defects in 
material and workmanship for a period of three (3) months from the date of purchase. If a defect covered by this 
warranty occurs during this three (3) month warranty period, Nintendo or a NINTENDO AUTHORIZED REPAIR CENTER 
will repair the defective product, free of charge. 

SERVICE AFTER EXPIRATION OF WARRANTY 

Please try our web site at www.nintendo.com or call the Consumer Assistance Hotline at 1-800-255-3700 for 
troubleshooting information and/or referral to the nearest NINTENDO AUTHORIZED REPAIR CENTER. In some instances, 
it may be necessary for you to ship the complete product, FREIGHT PREPAID AND INSURED FOR LOSS OR DAMAGE, to the 
nearest service location. Please do not send any products to Nintendo without contacting us first. 

WARRANTY LIMITATIONS 

THIS WARRANTY SHALL NOT APPLY IF THIS PRODUCT: (a) IS USED WITH PRODUCTS NOT SOLD OR LICENSED BY 
NINTENDO (INCLUDING, BUT NOT LIMITED TO, NON-LICENSED GAME ENHANCEMENT AND COPIER DEVICES, ADAPTERS, 
AND POWER SUPPLIES); (b) IS USED FOR COMMERCIAL PURPOSES (INCLUDING RENTAL); (c) IS MODIFIED OR TAMPERED 
WITH; (d) IS DAMAGED BY NEGLIGENCE, ACCIDENT, UNREASONABLE USE, OR BY OTHER CAUSES UNRELATED TO 
DEFECTIVE MATERIALS OR WORKMANSHIP; OR (e) HAS HAD THE SERIAL NUMBER ALTERED, DEFACED OR REMOVED. 

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A 
PARTICULAR PURPOSE, ARE HEREBY LIMITED IN DURATION TO THE WARRANTY PERIODS DESCRIBED ABOVE (12 MONTHS 
OR 3 MONTHS, AS APPLICABLE). IN NO EVENT SHALL NINTENDO BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL 
DAMAGES RESULTING FROM THE BREACH OF ANY IMPLIED OR EXPRESS WARRANTIES. SOME STATES DO NOT ALLOW 
LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS OR EXCLUSION OF CONSEQUENTIAL OR INCIDENTAL 
DAMAGES, SO THE ABOVE LIMITATIONS MAY NOT APPLY TO YOU. 

This warranty gives you specific legal rights. You may also have other rights which vary from state to state or province 
to province. 

Nintendo's address is: Nintendo of America Inc., P.O. Box 957, Redmond, WA 98073-0957 U.S.A. 

This warranty is only valid in the United States and Canada. 




NEED HELP WITH INSTALLATION OR SERVICE? 
NEED TO ORDER PARTS OR ACCESSORIES? 

NINTENDO CUSTOMER SERVICE 
WWW.NINTENDO.COM 
WWW.NINTENDO.CA 

or call 1-800-255-3700 

6:00 a.m. to 7:00 p.m. Pacific time, 7 days a week 
TTY Consumer Service: 800-422-4281 
(Times subject to change) 




Nintendo of America Inc. 

P.0. Box 957, 

Redmond, WA 98073-0957 U.S.A. 
www.nintendo.com 

PRINTED IN USA 





















